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The Development of Skateboard for Motion capture

J. H. Choi(Mech. Eng. Dept., DC Co.), B. C. Yoo(Automotive. Eng. Dept., KMU), K. S. Lee(Automotive.
Eng. Dept., KMU)

ABSTRACT

This paper represents a study on the development of the conceptual design for the Skateboard by TRIZ. At first
the problems of the Skateboard of the commercial Skateboard was analyzed. And its development object was defined
in connection with the improvement direction. The developed conceptual design was compared with the registered
patents and practical new devices at the Korea Industrial Property Office. The Comparison shows the developed
conceptual design is on the same level with the above mentioned, and the usefulness of TRIZ methodology. The
Analysis with the Motion Capture equipment shows the developed Skateboard commercial efficient than commercial
one

Key Words : Motion Capture (24174%]), TRIZ (E2]Z), Skateboard(2=#]|°]EH &)

1. ME 2. 70 W2

A o] B Algsol tolojEgt gujueldl 21 Ao|ERES I £5 ¢ £ Feo|
AL Fabe 59 BA6, TFE sEde Feols 20 EREE sl wikg A6,
AFsE ANE P 22 5 U oS dEx wwe A % shsd %, suksk X gk
BE| WE WHT AL S It ojeld ol PAE AACIERSS g 44, g
¥z $ESS dos JTEd dAdw S ] e FAsEe A7 Fu s okt
D A A $AAE Telae] AR AT EAG B v 48 Fo WPARS 49
akx) wahe Aol o o AN zRARE DA BFALE )

B odpe sAclEREe g AR wFAzE old® Hol i, aYn AR A5 29 Fol %
A4 JbsshAl THlE ¥% =¥, =9l dug At %_Mgs—qz wAe] Ak wa, 20 ER
weluA A ZAzke) ww, W] 2 o) = V)% 49 ol 5 AAe 399 5
YAgE Y AEHe AEcw, AEcwd 4% Azl dlde Aol gt
Pl AL2azsvt AgE, wae] Ay 2 AT e] 2] B TRIZE RISt
dol hed ddFao TR Aol ol ol Zahd AEA I Aol 5ol ket

B ool TRIzel skl WA of o = wgez WHEA Hul gke) dejrt Folk
dZg 7]Ee AAERE=S FEHE FAlsh, o sk,
zAolEREY BFAEE AHEA T 5+ =D %, e 2ol ER s WSS AfE
Sl oFEN NS Heo el e A % S 1S Aelmusel waE e
zdo] JhedtwS AT AR sAoERESt 7] = Belee] H4 Asela, 404 9948
EAFE BANA BUIE o) &3] vwasic A at7) glskel el AA%ES 4F AR JE

1029



ol3m, Wzte] Azl xdo] d Adrwom
4 ¥ojof g,

< Fig. 1%
2ol vk (24)7+ ﬂﬂﬂ—ow Z‘z%% &= E(20)
7 Ef o] Aok R EA AfE ZH7he] Wk (10)
¥} dbyke] Ao AE, wyke] Fxbo] o) o
A% HEY IFHE 3eFHE0)d 3srd
G A2 2 A0H41,42)7F AEH, Lk A
gl 2do] 753 dAFHU0)o R T AT

Fig. 1 Explosion View of Skateboard
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Fig. 2 Embodiment Design of Skateboard(1)



Fig. 3 Embodiment Design of Skateboard(2)
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Fig. 4 Motion Capture Equipment
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Fig. 5 The Skateboard simulation that utilizing
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Fig. 6 The X axis Displacement of hip
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